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INTRODUCTION 


Cyher Graphics is designed to be an all in one graphics utility, It is 2 
sophisticated utility and whether you are familiar with Atari graphics or 
nat you should carefully 90 throvoh these instructions and practice with the 
DRAWING UTILITY, the F/M EDITOR and the CHARACTER SET UTILITY BEFORE you 
decide to do airy serious progreming, 


GETTING STARTED 


) Turn on the disk drive 
2)Mhen the buey light goes out insert the CYBER GRAFHICS disk 
Insert the BASIC cartridge into your computer. 
4)Turr on the computer and CYBER GRAPHICS will automatically losd. 
ayMhen the Introduction screen appears press the START key, 
4) A mere will appear. Select the utility you wish to work with oy 
sinply pressing the number that corresponds to the number next to ihe 
wlility - it will autoload, 


CYEER DRAWING UTILITY 


The DRAWING UTILITY is used with the joystick in ary graphic mode 3 thre 
Wieincluding Antic Modes C and F, It can be used with modes O,1,and 2, 
However, these ere text and character modes and it is questionable if these 
aoies would ha yary useful, 


ffter the program has losded you will be asked several questions, The first 
is "Alternate cheracter set?". If you are just oetting started Type N. If 
you have glready created a data disk of alternate characters thet you wish 
to use with the Drawing Utility type Y. Up to 9 complete sets of 125 
ene acters can be handled ty this eae ae load the sets ae “ USE 
aiek, Their nenes are Dt TICS. CHR uhich fe ai capitals for use in afrtic 
modes 485, Also included are DIGRAFHIC.CHR which has larga and small 
capital letters for use in graphics drawing. You showld experiment with 
these sets, In order to conserve memory the sets ere loaded from disk ss 


they are needed ard only one is in RAM ab ary siver bine, therefore the disk 
on which your sets are stored must be in the disk drive as you use tne 
Drawing Utility. There is more on the use of cherscier sebs im that part of 
this hock. 


The next question you will be asked 
ust learning, tupe N. HUEY © if ya 


at this tine “Tape. 7 “You galt 
. Enter the name(ie ti kaATERF 
to change the colors of ihe 
rou want te adit the colors type vs 
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You will then p 

are you sre about ta 

sou do nol wish to change colors 
> case the picture will losd from disk and you may proceed 

to complete or edit your picture, 


Tf vou answered NO to the previous qu vs youl will be sia "GRAPHICS 
MODE?" Enter the graphics mode you a af io check, tne hode 
Chart enclosed far eeveuls on each sode, ALL mac ili be displayed 
ar) ca tren be 

2 soe chart 
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% DRAWING COMMANDS 

‘(-9 orf-Fify pressing one of these keys you will change the draying color or 
end alsa reset the cursortogether, Check the color chart, Grlu in Mode il 
will it be necessary to use AF, 


CTL NiPress CONTROL anda type H together then type the number or 
letter of the color you wart. This method will charge the drawing color 
tut will not reset the cursor, 


CTL Civhis command will change your drawing mode from the fill sede to 
continous draw and from continous draw beck to the fill mode. 


X Type X end the plotting points are exchanged, If you wish to 
nove the cursor which ressins stationary, type X and the stationary 
cursor will sove and the moving cursor will be stationary, 


CTL TiBy typing Control T you will save your araphics to disk under 
the mane of "DI TEMP. GRA", 


CTL QiThis command restarts the program and any graphics on the screen 
will be lost, After pressing CTL @ press START to initiate the restart 
conMand. 


¥ex PLEASE NOTE that before you begin to draw change the last color, if you 
don’t you will be drawing in the background color and nothing will 
appear .¥x% 


When drawing the cursor will he the same size a5 the smallest pixel for the 
graphic mode you happen to be in. For example the pixel will be such larcer 
in mode 3 then in made 19 because mode 3 uses lerger pixels to produce an 
image then made 10. . This is done to permit fine detailing in your drawing. 
There ape 2 cursors, a stationary one which is the reference cursor and 3 
moving cursor. These 2 cursors are together at the upper left hand corner 
of the ecreen at the start of the prooram, The moving cursor can be saved 
in any direction with the joystick, If the red button on the joystick is 
not depressed the moving cursor will move and net draw, The longer vou pove 
the curser the faster it will move. However, if you wich rapid eovenent of 
the curser press the START key while moving the cursor and it will jump 
across the screen. (Try it.) 


There are 2 drawing modes you may use amd you chenge from ane to the otner 
with the the CTL C command, When you you are in the noraal or fill 
mode, This will drow a line from the stetic or to the moving cursor 
when the red button on the joystich is pre mn the mode you may also 
fill in laree areas of the screen with color a singly holding down the red 
button while moving the trailing cursor. You say find it necessary to 

exchange plotting points with the % comaerd to achieve the desired effect, 
Practice with this technique. It will be cf grest help to you, 
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Tf you use the CTL C commend you will change to the continous draw OTE 
In this mode you will leave a trail behind tre Nee cursor and will not 
fill or draw between the 2 points, This good. to achieve fine Line 
detail, 


OTHER COMMANDS 


Read all steps first. 

STEF (1)? QFTIONS When OPTION is pressed + 
that the CHARACTER MODE is om, IY ar ALTERNET 
allow you to use the current seb in ne 4 hoard sives you 
CAPITALS only. If you type 1-9 you will 2 into menory based 
on the nusber you type, mut you aust am siter a cheracter set file 
loaded, Ary ALPHABET KEY thet is 4 to use the stendard 
set, 


ll fear 2 tones, This sears 
“LiAT A CT 
WARE iC 


TER a is used 0 will 


STEF (2) When you have entered the 


vat you will near 4 tones. This is to 
proast you to enter a 4 digit character code ruwber, The Ist digit is equal 
to the rumber of Horizontel Fixels per bit. The Znd digit is equal to 
theHorizortal skip value. Any number sbove 1 will produce Vertical stripping 
of your character. The 3rd digit is equal to the Vertical lines per bit.’ 
The 4th disit is equal to Vertcal skips and any nunber above one will 
produce Horizontal Strips. 


STEFCQ)! You will then heer 2 hich tone which proapts sou for the color of 
the characters, 


STEP(4)$ After you have selected your color position the cursor to the upper 
‘left hand corner of where you want to print the character and press the KEY - 
that indicates that character. You will hear a series of tones as the 


. Character is drawn. 


Examplet Type 1,1,1,1 and then enter the color as in Step 3 after the high 
tone color prompt, Enter 1 thru 14 depending on the drawing mode then go to 
Stap 4, 


POSTION CURSOR 10 


UPPER LEFT OF WHERE 


e 
YOU WANT THE CHARACTER 


A 


PRESS KEY AND THE 
CHARACTER WILL BE 
DRAWH AT THAT POSITION 


CURSOR CHARACTER 


press the START key and hold it down the character will finish. Holding the 
START key after the character is drawn will advance the cursor one character 
width, Pressing the SELECT key after the completion of the character will 
advance the cursor in the vertical direction. You may use these keys 
seperately or in combination. 


Tf you press the OPTION key while you are in a character mode you will be 
prompted for a new color, all other parameters will stay the same. If you 
press the RETURN key instead of a color number you will be able to input all 
the parameters just as when you first entered the character mode, 


CONTROL S If you type control § you will hear 


your picture will be saved to disk under the nase 
Tf you hear a harsh tone there is an error in 


its 
2 urite protect on the disk to receive the cata or 


CONTROL T If your program does not load unmer 
give you picture a name, press Control T 
under TEMP.GRA, Make sure file disk. 
with this rane. 
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Completed CYBER DRAKING pictures can be trensfer 
by referring te the USER MODULE section, 


CYEER PUZZLE 


PrOGT Shs you 
bhea in the par 


If you have one af the CYBER ices 
create your own pictures and use 


oun puzzle. There are two types of CYBER PUZZLES, 
nor-aninated pictures and CYBER TI which uses 
continue to move even after the picture has been 


GRAPHICS with the standard puzzles cre 

AfL and nene your picture with the fil wer 
should then be booted normally, Next ince i SOUT 
it just before the menu of puzzles ano The 


Proorsa as you moraclly would do, 
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HLCRO CONVERSTON 

CYBER GRAPHICS can he used with gr rested with Micropainter (1M 
DataSoft), The conversion routine i in the user sodule will allow 
you to convert fron the Micropeint st to the CYBER GRAPHIC format 
without any loss of deteil ar enare or ana aiso ellows you to use 

these oraphics at “OUT oul Proorsas, also edit and letter on. these 

graphics with arsion = = way in that not 
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CYBER GRAPHICS, 
geteils on ine 


CHARACTER DREAMING 


To load the CHARACTER DRAWING utility type the number 2 when the nerw 
appears, A title page will appear on the screen for a few seconds, Next 
ucw will be asked if you want to use the utilities. If you are a first tine 
user it would be best to type N. If you type Y refer to the USER MODULE 
section af this book, The next prompt will be "What Character Mode do you 
want?! if you type 1 you will be in the ANTIC MODE, if you type 2 you will 
be in the BASIC MODE, Again if you are a beginner type 1 since the ANTIC 
MODE is the easier of the two to use, : 


ANTIC MODE 


The ANTIC MODE is a special character set where each element in the 
character is 2 bits instead of 1 a5 im the normal character set. In the 
ANTIC MODE you will be able to use up to 40 characters per line with four 
colors plus the backoround. The colors that will appear on the screen are 
as follows! If you type 0 Black will be the color in use, 
1=RED,2=GREEN,2=BLUE, In the ANTIC MODE you may create multi-color 


characters, simply change the color command number from 0 thru 3 while 
cresting the character, 


Characters created in the ANTIC MODE will only be 4 pixels wide instead of 
the normal §, however, they will still be 8 bytes high. IPf you wart wider 
op hioher characters simply combine 2 or more to create exactly what you 
need. 


A grid will appear on your screen which is used to draw your character set, 
The cursor will be in the upper left hand corner of the grid. In the ANTIC 
MODE the arid is 14 characters wide by four characters high. Move the 
cursor from left to right and watch the "Bar" at the top of the orid when 
your cursor enters 3 portion of the arid that starts another character, the 
bar will jump to that section. This is important if you are not aware of 
your position in the arid you may be drawing 1/2 of yourcharacter in one 
portion and 1/2 in enother and therefore require two keys to reproduce your 
character, when it may have very will have fit into one. (If you are already 
in ANTIC MODE goto the commands section.) 


THE BASTC MODE 


As in the Antic Kode a orid will appear on your screen. However, you will 
notice that this grid is only 3 characters wide by 4 characters high and 
that each character is 8 pixels wide instead of 4 5 in the fritic Mode, 
Another aajor difference in the BASIC MODE is that each character may only 
he one color. The character is created in the sane way as in the Antic 
Mode, 


CREATING CHARACTERS 

Th either the Basic or the Antic Nodes you can create your characters by 
using the joystick to save the curser, Prass the "FIRE" button when you 
want to draw and release when you just wisn to change the position of the 
cursor. Next read the COMMAND INSTRUCTION CAREFULLY» 

COMMANDS 

Under the orid in the text window you will see the following informabions 

1) COLORS 


2) CHAR. (0,0) C-R Coluen,Row 


3) BIT 

4) BYTE 

1) In the ANTIC MODE you may change the color you are drawing by simply 

tuning 0,1,2,0r 2 and the color you celect will seeear next to COLOR in the 
"text window, 


In the BASIC MODE you simply type 1 to draw or fi to erase, elther 1 or 0 
will appear in the text area. 


2) CHAR. C-K indicates whet column or row you are ine 
3) BIT indicates what EIT or BIT pair you are working or. 


4) BYTE tells you what byte you ete working of. 


NOTE: In both EASIC or ANTIC MODES use # 0 to erase. 


START! Fressing the START key will bring a menu of other commands to the 
text epee. You may return to the character mode by pressing RETURN. 


1) The Save Character command will save your character to memory, It is 
stored in the address of the standard character set key which is pressed in 
response to the prompt. To save a character place the cursor in the portion 
of the orid that contains the character you want to save, then press START, 
tupe 1 and then type the key of the standard set you want to save your 
character ta, (For example if I have created a division sign and wisn to 
eave it to the letter "A" I tupe "A" when prompted and my character will be 
ceyed at the address of "A"), After you have saved a character the screen 
will return to the arid. Repeat this proceedure until you have saved all 
the characters to standard set addresses, that you wish to. 


2) The Load Character command will load the set which was stored im nemory 
under the prompted key onta the screen in that portion of the Grid where the 
cursor is positioned, 


3) The Save Set command allows you to save your entire character set to 
disk. You will be prompted for a file name. The name shovld be DI(N), in 
other words your file mame should be preceeded by Di . Make sure you have 2 
formatted disk in your drive, The set will automatically be saved after the 
name is entered, The saved Character Set file may now be used with the 
Cuber Drawing Utility or in your own Basic program using the User Module, 


4) The Load Character set commend will prompt for s file name and then it 
will load that alternate set fron ae ta 
aced 


the screen, Meke sure that you have egiee which corrbains the set 


oe fa =e = 


vou want to load into the drive. i wou Lupe 3 the stenderd character set 
will be down loaded into the memory eres cf the ellernate character set. If 
Q is typed or RETURN is pressed you will relwrn to the drawing HOGG s 


5) When you type § you will bring up = sel? prompbing nird-DOS. Type the 
desired command rumber and press RETURN, Follow any further instructions + 


When you return from the mini-DO@S 211 will be as you left it. 


&) Test Mode ANTICS If you are in the ANTIC mode and wish to test 2 


character that you have already saved to 2 sberdard character address type 6 
read the brief instructions that appear ard press START! Now if you type one 
of the standard set keys to aieek: you have saved one of your special 
characters will appear on the screen. Refer to the example of the division 
sian being saved under the letter 2. If I type A in the test the division 
sion will appear. To return to the drawing mode type CLEAR and then CONT 
and press RETURN, Since some of your characters may be saved under the 
letters , 0, N, or T don’t worry about whet eppears on the screen. 


7) Test in the BASIC MODE! If you are in the Basic Mode it is a bit more 
complex to test your character, Fress 4 end ihe instructions will appears 
Fress START and you will see ‘STOPPED AT LINE 850’ in the text window. THIS 
IS SUPPOSED a HAFFEN, Now ioe the ctote Meus under which you heve 
6 tec window, not in the 
upper oRatieh cf the screen as in he ae aed To return to the grid 
press RETURN -when you.do an error message will appear, disregard the 
message and just type CONT, press return and ell will be well. : 


hare you fay wish Lo 


a¥4No license is required to wee CYECR b 
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sell, hovever, us do request that 


documentation. 28% 


enory, It will not load it to 


FLAYER MISSILE DRAWING 


ra 


The F/M Drawing is similiar to the Character Drawing program in that it uses 
2 Grid to allow drawing of all the players and missiles at ane tine, To 
load the F/M Utility type 3 when the Main Meru appears, You will then see a 
title page and then instructions, Press START and you will be given the 
option of single or dowble resolution. Qree you have made your selection, 2 
drawing arid will appear on the screens MISsike 
PLAYER 1 2 3 4 i232 4 


AL the bottom of the screen you will find the player number which will 
indicate that partion of the grid in which you have the cursor. You will 
zlso see the line number and the color. Since the entire player may be in 
only one color your choices for color are 0 for blank and 1 for color. 
When drawing press 1 end then the "FIRE" button as you move your cursor, As 
in the Character Utility there is a bar at the top of the arid which will 
indicate which player or missile you are currently drawing. 


After you have created your players and missiles press START and a command 
ment will appear in the text window. Command 1 will store the player or 


nissile thet you last left the cursor on in the grid. The number of the 
player or missile being stored will appear in the text window. If you wish 


to store 3ll players end missiles type 3 and will the F/M Characters will be 
stored, In the like manner as commands 1 & 3, commands Z & 4 will load 
either one player or missile if 2 is typed or all the players and missiles 
if 4 is typed, 


Command 5 is used to 1) save to disk 2) load from disk or 3) display date, 
To save to disk ist type & then:follow the prompts. To review the data 
statements that comprise your players and missiles type 5 then type 3, 


Commend & will allow you to test your players and missiles, After pressing 
START, type 4 and your creation will appear on the screen Move the 
joystick left or right and Player 1 will move left and right. To move 
Player 2, type 2. first and move the ene All four players will nove in 
response to their typed rumber, The missiles will respond to rumber 9,6,7 
and §, 


Command 7 will take you to the Mini DOS, 


The Dats file crested can be used in your own besic prograns. 


MICROTRANE MOPER 


If you have Micropeinter (1M Datasoft), @ graphics program you will be able 
to use the oraonics created with Micropsimter in Cyber Graphics or in your 
own progress using the User Module. Hicropainter uses a special graphics 
mode called Antic E, The Cyber Moda 197 will support Antic E, There will 
protebly be 2 difference in the fornet of the disk, Cyber Graphics are 
stored in the following format! BYTE 1 Gra nic Mode 

BYTE 2-10 Color register 704 thru 712 


t 
u of graphic sade. 
Remaining bytes are the display date. Thi 
Be 


a) 

is for choosen because it is 
Tapnic aodes, Host other programs 
a this added flexibility. 


ut ne: g 


the most flexible in supporting all 
support only one mode and thus do not ne 


Microtransfer is a conversion routine which will convert between Cyber 
Graphics and Micropainter, es well as other populer graphics drewing 
Proorans. 


RUNNING HICKOTRANSFER 


To run Microtransfer boot the Cyber Graphics disk normally ena choose Option 
4, Iten 4 on the senu is the Microtransfer routine. In fact there are 
three different routines available in Microtransfer amd all 3 work in both 
directions. That is from the other program to Cyoer Graphics and from Cyber 
Graphics to other whilities, Each routine will esk for an input end output 
file name} will loed the orepnic anc wait until START is pressed before 
writing out to disk. Press OPTION ta abort eno return to the conversion 
Mer: 


THE THREE ROUTINES ARES 
1) Normal uses ANTIC MODE E for both formats. (number 1,2) 


°) Modified uses ANTIC MODE E for the other format and allows you to gefine 
the basic mode you want for Cyber Graphics. It will read in Antic E and 
then rewrite to the sereen in the desired Basic Mode, (number3,4) 


3) Skip uses ANTIC MODE E for the other format and Cyber Graphics as Basic 
Mode 7, skipping every other Antic Mode E line, Because of the skipping 
lines this routine is slow. (number 5,4) 


7) Will return you to the utility mode. 

Each of the 3 rowtines has its advantages and disadvantages, The Nornal 
routine(1) is the most accurate between formats but more difficult to use 
fron Basic, Screen plotting commands will only work in the top half of the 
ecreen, The modified routine can be easily used from Basic, however, the 
colors will be different and some details may be lost, Basic Mode 8(2) will 
exhibit artifact colors. The Skip rovtine(3) can be easily used from Besic 
and will have true colors, however some details may be lost due to the line 
skipping technique, 

Remenber that in the Antic Mode and in the Normal Rovtine you can only draw 
in the top half, to swap to the lower half of the screen simply press CTRL 
B, 


NOTE! Follow prompts, if load does not function it means @ misteke in 
entering data has occured, dust reload the MICROTRANSFER UTILITY and run it 
again 
EXAMPLES 

Which? 

In file Di(file name) 

Qut file Dt name GRA 

aluays use the .GRA extender in CYBER GRAPHICS, 


CYBER TIPS 


A very valuable tool in creating graphics is the handling of character sets. 
In the character mode, you control the size, height, and width in solid, 
striped, or checked. Since you can use alternate character sets, you car 
design your own various shapes you want to use in your graphics. You then 
can build 2 library of shapes to use for future use in your programs. 


Large areas of color can be drawn by using an inverse space (or other 
opaphics symbol), The-four digit character mode controls the size, 
Artifact colors can be generated by skipping every other vertical column A 
code of 7271 will generate colored characters in Mode 2. The exact color 
depends on the starting point (cursor loc: Hove 1 pixel to the side 
to change colors. You can also draw in artifact colar by printing an 
inverse spzce in color 0 using vertical ny This method will overley 

the original drawing, arasing (setting to POPC color) every other 
columns Agzin, the color will be deterrined b tion of ine cursor. 


feess ionally you may have trouble positioning the cursor to the edge or. 
corner of the screen. It is best to avoid using the edge and corners but if 
you need to and have trouble, try moving ihe cursor sway and Lhen back to 
the edge. You may have to try several tines but ib can be done, 


Tf you press a color and then move to é new location and press the color 
again, you may leave a dot at the first location. You can go back and erase 
the dot bet it is best to press a color crly when you are where you want to 
arau, 


A couple of cautions, When moving the curser around, wake sure both cursors 
te where you want thes to be BEFORE pressing the trisger. I heve tried 
everal times and accidently drawn @ ling through sonething because T did 
no se wetch this, Remember that when you ere in the Character Mode, pressing 
any key will cause that key’s chara: nL will be printed on tne 
screen. The control characters go not worn: PRINT, You aust be in the 
graphic mode before using the cantrel ¢ ag. CTRL 5 to save te disk, 
ate, If you accidently start printing ¢ character (tones will s tert), press 
OPTION to suppress printing. Hold until tones stop. 


S 


Tf you are using Votrax, this progran will be especially easy All the 


4 


prompts during the Drawing program will be by voice. The Votrax should be 
connected to R2? and set to 9400 Baud, The tone prompts will still he used 
in addition to the voice, The voice will also confirm many commands in the 
oraphic node. 


The best way to use this Utility is to practice until you get proficient. 
Ey ae iment and have fun, Some of the techniques such as shading and 
speeding up the cursor before drawing need practice to be effective. It is 
a tool that can be used to create and use more of the exciting graphic 
potential of your Atari computer, 


ANTIC DRAWING 


For all practical purposes Drawing in the Antic Modes is the same as in 
other Atari nodes, except that when you are prompted for the Graphic Mode 
enter 104 if you want Antic Mode C or 107 if you want to draw in Antic Mode 
E. In Mode (6104) you draw in only 2 colors (0 and 1) and in Mode E you may 
select 4 colors (0,1,2,3). Other than entering a three digit code to 
indicate your Antic Mode there will be two other differences from the other 
modes. The first one will occur when the drawing screen loads. The screen 
will first oo black and then the beckground color will appear. Another and 
sore noticable difference that will will find in the Antic modes is thet you 
will be eble to draw on only one half of the screen at one time. In order 
to complete your screen press CTRL B and the screen will flip flop so that 
you may continue on the other half of the screen. 


USER MODULE 


This USER MODULE should te appended to your program by typing ENTER 
"DIUSER. MOD", This module uses lines 27000 thru 29058, These line numbers 
should not be used otherwise in your progran, The module is accessed by 
setting the variable AUX3 to the desired function and calling the module by 
GOSUE 29000. For some functions you will have to OFEM 2 file and set the 
variable AUST, A listing of the module is provided for those who desire to 
weke their own macifications.. 

¥ES5EE USER MODULE PROGRAM PRINTOUT ENCLOSED: 


Tre following is a list of the values for AUXS and what they doi 


WAX AUNS=1 ex 
Loads screen graphics from disk, AUXI=4i0PEN#Z,AUX'.0,"Difile name" 
wxa AUNTS? wx 


Loads screen graphics from disk, wiping over the existing screen graphic. 
Both the current screen graphic and the ane to ce loaded sust use the sane 
graphic mnede end colors for this work properly,  AUXi=4!0QPEN 
#2,AUX1,0,"Difile name" 


aX AUXS=3 wore 


Ai 


Hil ; Difile name" sPUT #27, 


Saves screen graphic to disk, AUXI=Bi0PENE?,AUYI,0 
fi ia Graphic Mode}; for ANTI 


graphic mode . For ANTIC MODE C use ifé or 
MODE E use 107, 


th 
wax AUX3=4 exe 


Sats variable MEM as pointer to alternete character as This vatiazle must 
set either oy this routine or enother befo te SOW USE Be ISER MODULE to 
ned 2 cherecter set as it uses MEM, MEM is th a oh byteonly end the 
p address is MEM"2 oe The character set can a pointed to FOKE 
or Basic modes 1 8 2 use FOKE 754,HEN and FOKE 754,MEN+?, 


REX AUXSH5 XXX 


Loads character set to location poimted to by variable MEM. AUXI=4:0FEN 
£7, AUX1,0,"Dtfile nane" can be used to save a character set oy setting 
AUX{=8 instead od 4, This saves the full 1K character set. Modify the 
varizble EYTES in line 29020 for other size sets. 


¥xx AUNI=4 YORK 


Chenges Basic Mode 9 to Antic Mode 4 and points to the character set by the 
variable MEH. The mode gives you 40 characters by 24 lines in 5 colors 
{including background). The character set ANTICASCHR on the CYBER GRAFHICS 
disk can be used, Only upper case letters are in this set. Normal and 
inverse upper case letters are two colors, lower case letters will be the 
third color, and CTRL letter will give the fourth color. 


xxx ALXI=7 xxK 


Changes Basic Mode 0 to Antic Mode 5 in the same manner as AUXS=4 for Antic 
4, The difference is that this is 2 40 character by 12 lines. 


ex AUXO=8 xex 


This is the general purpose CIO call used for these routines. To use you 
must set the variable STADR to the full starting address and BYTES to the 
number of bytes to load or save, AUXI must be set to the desired auxilliary 
1 value (4 for load, 8 for save, etc.). OPEN #2,AUX1,0,"Difile name". 


NOTE} All conmands have shown D$ for disk drive 1. If you are wsing a multi 
drive system, use DL} ,D2t,etc. as applicable. 
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